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Scaremans are a type of magical 
construct, specifically a golem, made 
from materials such as wood, straw, 
fabric, and other natural elements. 
Although many classify them as a Female Witohers 
subgroup of wood golems, certain 


differences make them unique. 
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Classification Elementa 
Species Golem 


Subspecies Scarecrow (7?) 


Height Between seven and ten feet 
tall 
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History o 


Originally, scaremans were simply that—dolls used by farmers to scare animals 
away from their crops. However, when monsters such as griffins, dragons, 
basilisks, etc., began to find easy prey in livestock during the early years of the 
colonization of the Northern Realms, these original scaremans proved useless. 
Desperate, the farmers turned to mages, who created golemized scaremans to 
defend the fields from these monsters. This happened long before Alzur and his 
master Cosimo Malaspina created the witchers, specifically between the 1st and 
10th centuries. 


After the creation of the Order of Witchers, combined with some design flaws like 
the ability to self-repair (which was unintended), the scaremans fell into disuse. 
They became relics that still roam the fields, wandering aimlessly and 
purposelessly with a dilapidated and worn appearance due to the passage of 
time. Most golemized scaremans have been forgotten by Nordlings, their utility 
eclipsed by the efficiency and skill of the witchers. 


This abandonment, unfortunately, has turned them into a threat. Lacking 
purpose, golemized scaremans have developed erratic and aggressive behaviors 
over time. Without the guidance of the mages who once gave them life and with 
the natural decomposition of their materials, their programming has degenerated, 
and these ancient protectors of the fields have become dangerous to all, 
attacking any living being they perceive as a threat. 


Despite their fall from grace, golemized scaremans remain a fascinating part of 
magical heritage. Some eccentric mages, as well as certain collectors and 
historians, still take an interest in them. There are even rumors (mainly among the 
peasantry) about old scrolls containing the spells necessary to create or 
reanimate these ancient guardians if needed. However, such attempts are rare 
and viewed with disdain by most, as scaremans are considered relics of a bygone 
era, useless compared to other creations such as gargoyles or the 
aforementioned witchers. 


Creation o a 


Like other golems, scaremans are brought to life through a spell. Their primary 
material is straw, followed by wood, fabric, and other natural elements like 
branches and leaves, sometimes adding iron elements such as hoes and rarely 
weapons like swords. The construction of a scareman begins with the creation of 
a wooden skeleton, which is then covered with straw to give it volume and shape. 
Over this structure, fabric is placed, usually in the form of worn-out clothes, 
giving it its characteristic scareman appearance. Generally, they are very similar 
to common scaremans, with the difference that they are much larger and capable 


of moving, attacking, and defending. 


Physical Description « a 


Scaremans typically stand between seven and ten feet tall, making them 
significantly larger than ordinary scaremans. Their imposing stature is 
accentuated by their broad, straw-stuffed frames and the tattered, oversized 
clothing draped over them. These garments often include wide-brimmed hats, 
long coats, and gloves, all of which contribute to their eerie, human-like 
appearance. As already mentioned, some scaremans have been known to wield 
rudimentary weapons or farming tools like scythes and hoes, which they use to 


fend off intruders in their territories. 


Their faces are often rudimentary and unsettling, crafted from stitched-together 


fabric with buttons or stones for eyes and sewn-on mouths that resemble grim, 
permanent smiles or frowns. Over time, these faces deteriorate, giving scaremans 


an even more menacing look as they wander the fields. 


Behavior a 


Derived from their initial functions, scaremans are nocturnal. During the day, they 
barely move from the fields unless necessary. At night, however, they become 
active, both to watch for possible intruders (bandits or monsters) and to cover a 
different area each night, stopping in a new section of the field to stand guard the 
next morning. This nocturnal activity persisted after they were abandoned and 


their functions degenerated, making them nocturnal creatures. 


They are often seen in relatively large numbers during Lammas, a harvest and 
celebration time when activity in the fields increases, and their original protection 
programming intensifies. During Lammas, scaremans often gather near what 
once were the fields they protected, patrolling erratically and attacking any 


intruders they encounter. 


Due to their already mentioned erratic and aggressive nature, rural inhabitants 
have developed various techniques to avoid encounters with these constructs 
when no witcher is nearby to deal with the problem. Some purchase and place 
magical protective amulets around their properties, while others try to appease 
them with offerings of straw or old fabrics, hoping these distractions will keep the 


scaremans away. 


Slaying 6 a 
Despite their danger, scaremans have an inherent weakness: fire. Since they are 
primarily made of flammable materials like straw and wood, a simple fire can be 
devastating to them. The Igni Sign is particularly suitable for combating them, 
unlike other golems. However, setting a scareman on fire also carries risks, as it 


can cause uncontrolled fires in the surrounding fields and forests. 


This weakness to fire is counterbalanced by their ability to self-repair, as they can 
absorb materials from their surroundings to restore their form and functionality 
(hence the reason by the have been surviving for many centuries). Although not a 
rapid process, it allows them to recover from minor to moderate damage over 
time, making them persistent enemies. To counteract this ability, it is essential to 
completely destroy their primary materials and, if possible, disperse them to 
prevent reconstitution. This makes fire effective but requires witchers to be 
careful and methodical in its use. A burning scareman can easily move to 


unwanted areas, spreading flames and causing more problems than it solves. 


Thus, powerful uses of the Aard Sign are recommended. A common tactic is to 
isolate the scareman in a controlled area and then apply the Aard Sign to stun it, 
followed by Igni combined with quick attacks to prevent regeneration, and finally, 
Aard again to disperse its materials and extinguish the fire, along with piercing its 
chest with a silver sword. As with other golems, it has a core or heart that must 


be damaged to defeat it. 


Despite their ability to self-repair, scaremans are not indestructible. Over time, 
the materials they use to repair themselves can run out, especially in areas where 
vegetation is scarce. Additionally, as already mentioned, natural wear and 
exposure to the elements also contribute to their eventual deterioration. Thus, 
even without direct intervention, a scareman can eventually become inactive if it 


doesn't find enough resources to maintain its form. 
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